


allies. Keep in mind i idea th 
ower/bunker will grant pau your aaah allies aig abiliti 


tot take their turns at the same time as their teammates then pick 
itrol of their factions first boss. If taking turns separately then the 
team gains control of their factions first and subsequent bosses. 


Gameplay 


tive of the game is to destroy the three bosses of the opposing teams 


. 


When a ; is destroyed, gameplay stops and the next boss is put in play. 
Bosses i 1 Valley can be targeted by cards that target hero cards but can only 
fe destroys their own abilities or fatal damage. Like raid bosses, bosses cannot 
Jose powers. 


All cards affect any other cards (or in other words, no “attack to your left" style rules.) 
Protectors can protect any friendly legal card, including Towers and Bunke Ss. 

If a hero is destroyed, that player shuffles all cards back into his ind 
starts fresh on their turn with 7 new cards and a mulligan at the start their 
turn. * 


Designer Noles 2 


Boss 1 has a built in warcry if he survives more than 4 turns. This mimics the vi 
game and encourages defense, especially early heals. Since the boss itself 0 
10 health, he shouldn't survive long late game anyway against 3+ p ¢ 


Boss tee iically should only last 4 turns with more than 3 players 

oppo pack lots of protectors or stuns. This also encourages a 
wealedbally or hero on a tower to keep the fire counters from st: The. 
get rather big buffs from the wingmen if they take a tower, so! ate houldn 
ignored even if the generals pose no threat in phase 3. . t 


05s 3 has a built in buff in case there are more than 2 ogee 
represents players not going “all in " andpulling that boss ou 
: a reset. A savvy group with AoE can ignore the towers and 
f the General tokens go down. Groups with “dedi r 





